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2021 Global Games Market

Per Device & Segment With Year-on-Year Growth Rates
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Mobile
$90.7Bn

+4.4% YoY

PC
$35.9Bn

-1.7% YoY

Tablet Games
$11.6Bn
+2.0% Yo¥

Smartphone
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$79.0Bn

2021 TOTAL

$175.8Bn
1%
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aaaaa

$33.3Bn
-La% Yoy

Console

$49.2Bn

-8.9% YoY

Source: DNewzeo | Global Games Markat Report | April 2021
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